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ASSASSIN'S CREED IV: BLACK FLAG 


WITH THE NEWLY ESTABLISHED Abstergo Entertainment division, the 
Templar Corporation is looking to brighten its public image. What better than a tropical 
theme to link with all the Caribbean research? Look again, and the bold exotic flavors hit 
you like an ocular Pifia colada. The seafaring adventurous spirt is prevalent throughout the 
Ubisoft artists’ work on Assassin's Creed IV: Black Flag, reaching across the centuries fram 
the Abstergo Entertainment lobby to Edward Kenway's island hideaway. After you have seen 
the connection, itis as though you have acquired an Assassin's Eagle Vision. And that would 
be the purpose of this book, don't you agree? 


ABOVE: Architectural concept boards lend an air of authenticity. 
Eddie Bennun (artist): "This was an early color study for the Abstergo 


Entertainment Atrium, showing the Aquarium Elevator and the garden. 
FAR LEFT: "Very early research for the Abstergo Lobby.” Eddie Bennun 
LEFT: "This is one of the earliest 3D concepts that | worked on for the 


pristine Abstergo lobby." Encho Enchey (artist) 
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“OPPOSITE: “The present was done in another 

-studio, but did some concept art to give High Level 
spiration, This one was to find an interesting shape 
for the exterior architecture," Martin Deschambault 


BELOW: ‘First Abstergo Building proposal, the main 
“stitictufe was preserved” Eddie Bennun 
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As you can imagine, there is more to this monolithic Abstergo Entertainment HQ than first 
greets the eye. Raphaél Lacoste: "We wanted to bring some design elements of the game 
to the new Abstergo building - exoticism like tropical vegetation, intrinsic ship structures 
like cables and organic shapes like the hulls. But of course we wanted to create a 
strong contrast with the past, so high-tech and modernity are pillars in the design 
of Abstergo. This conflict between antiquity and modernity plays a key role in the 
brand of Assassin's Creed and the present now claims an important place in ACIV. 
We also wanted to highlight contrast between the welcoming, bright and warm 
facilities of Abstergo Entertainment and the more rigid, ascetic concrete struc- 
tures of Abstergo Industries, which will make a real connection with Templar 
architecture. This difference helps to distinguish the sense of immersion 
within various parts of the compound and working areas, telling the story 
of Abstergo and its hidden motivations.” 
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ABOVE: “Early Abstergo Entertainment Atium Concept, showing Japanese trees and plants. And one of 
\\, the first approved concepts for the Abstergo Working Area, used as a base for the final art" Eddie Bennun 


\\ ABOVE RIGHT: “Very early research for the Abstergo Lobby." Eddie Bennun 


RIGHT: Swords for research and a skateboard to suggest this employee has a life outside of Absterqo; one 
of the first concepts for a typical Abstergo Working Area, by Eddie Bennun. 
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Abstergo. 
‘ Enter 


- 


— ———- _- __ 
\\_TOP RIGHT: “The working area of Abstergo Entertainment 
\\_ needed to be casual, the kind of place where you would like to 


concentrate. This concept was useful as a High Level inspira: 
tion.” Martin Deschambault 


\ TOP: "We only kept the wall-screen to showcase Abstergo. 
Martin Deschambault 


RIGHT: “This is another High Level concept. This room is not 
in the final game, but some of the design elements were an 
inspiration for the interior architecture.” Martin Deschambault 
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Abstergo 


Entertainment 
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Below ground, Abstergo Entertainment secludes its Abstergo Industries alter-ego. The Ubisoft 
\,_attists' role was to immediately impress, wth primal certainty, the absolute nature ofthis vast 
data-transfer facility. In a pattern that should now be familiar, there were several attempts 
made. Encho Enchev: "This is the sixth and almost final variant of the Abstergo Industries 
server room.” Martin Deschambault ventures further to enlighten: “For Abstergo 
Industries, we wanted that cold and mysterious feeling, The Abstergo Industries server 
room took inspiration from a cathedral to present the power of the Templars, And 
\\ this [below right] was to be an interrogation room.” Such simplicity, almost celestial, 
‘ takes its influence from the fabled First Civilization. Martin Deschambault clarifies 
the roles of the objects resting here below: “The idea was to create a slick and 
\\ simple container for DNA blood samples, Originally, it was supposed to have 
two versions: one very slick and crystal clear for present day Abstergo, the 
\,_ other for First Civilization - very old glass-like material. In the end they 
[game design team] decided to keep the slick one.” 


PREVIOUS SPREAD: 
The Japanese-inspired 

Abstergo Entertainment 

lobby area, by Martin 


Deschambault. 
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BELOW RIGHT: Details such as the security camera and crude lighting 


combine with stark functionality of form to suggest an almost militaristic 


facility. Abstergo'sTemplar DNA cannot remain entirely hidden. 


BELOW LEFT: Just about as inhospitable as hospitality can become. 


BOTTOM LEFT: Above right: Early designs for Abstergo Entertainment 


work stations. Once again we 


ice elements of nautical-theme design 


echoed from the 18th century sailing ships 
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TOP: Multiple viewpoints of conjoined Abstergo workstations - a theme very likely to have underlying theological significance pointing back to the Templars, The design feels very 
organic and open, with an energetic flow to impart upon careworn employees. 


BELOW: Abstergo Entertainment work stations in situ, showing how flowing lines link together across several installations, adding to the calculated air of tranquility. 
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RIGHT: Impressions of what may become At 


Entertainment public areas and work spa 
subtly incorporating 18th century motifs into 
present day ‘avant-garde’, Ubisoft concept a 


and designers confer. 


BELOW: Martin Deschambault’s Abstergo 


design evolved many times. 


BELOW RIGHT: The cavernous Vault 
one of the most secured places in 
Abstergo Industries. Here is where 

the sinister Templar Corporation 
keeps all of its most prized 
artifacts and darkest secrets.” 


Eddie Bennun 
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CUT FROM THE GAME 


Since there has never been a true Cutting Room Floor for digital entertainment development, 
one wonders where any lost ideas are laid to rest. "We can always keep some ideas from old 
\\ concept art,” Martin Deschambault confides. "For example these concepts are taken from 
the first series | did for Abstergo. The overall look of the architecture may have changed, 
\\ but the idea of the glass floor made it to the final Abstergo concept" The Assassin's 
\\ Geed series stands tall as one of the prized few pioneering gameplay experiences, 
and as such its content casualties from the problem-solving process are many. Strong 
\\ ideas of varying degrees of significance stay within the team as development cycles 
for each new installment slowly turn. It's an evolution, not revolution you might 
comfortably say. We are therefore unable to state categorically those flashes 
of inspiration that fell by the wayside in order to present Assassin's Creed IV: 


Black Flag to its greatest advantage. However we can tease just alittle with a 
\, Selection of concept work that may one day help to tell a new story. And in 
the meantime, we shall prepare a warm welcome in the Caribbean 
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These extreme 18" century archetypes are avatars designed for online competition. 
While the adventures of Edward Kenway are taken seriously, revering the lives 
of authentic pirates, for multiplayer the artists brought every fancy-dress vision 
possible to the cutting table, Artistic license was employed to create 18th 
century fashion motifs for the in-game use of the multiplayer as a simulation 
for Abstergo agents. The Annecy Studio assistant Art Director says, "on 
Black Flag, we wanted to reward multiplayer fans. This character is a good 
example; she could be the daughter of the doctor and the Harlequin 
from Assassin's Creed Brotherhood, the dark and cold side of the doctor 
linked to a thin shape and agility of Harlequin. Her clothing is inspired 
by historical dresses and feminine accessories, but adapted to the 
\ pirate environment.” 


26 ASSASSIN'S CREED IV:.BLACK FLAG \ 
4 


=f 
3 


AMONG THE HIGHLIGHTS awaiting voyagers in Assassin's Creed IV: Black Flag, it 
is the pirates that breathe life into every corner of the 18th Century Caribbean. Meanwhile, two 
diametrically opposed factions are embroiled in a secret war; the Templars and the Assassins. 
Ubisoft artists convey the myriad personalities at play as keenly as any detail in the exotic locales. 
“All characters are inspired by their story and motivation,” says Art Director Raphael Lacoste 
“We had discussions with our Script Writers to nail what kind of personality and character would 
fit the best. We were inspired by movies but also stories, books and paintings such as those by 
Howard Pyle.” 
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“LEAVE THIS LIFE 
FOR A LASTING 
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Sly, clever, brave and reckless; lead protagonist Edward Kenway makes his pirate dreams our own, The 
challenge for the team at Ubisoft was how to personify these traits in an avatar, showing a transformation 
from naive newcomer to public and respected ruler of men, while also a clandestine killer. A hero of many 
complexities... "Edward is first a pirate, and then he becomes an Assassin,” explains Raphael Lacoste 

"We wanted to depict this young, brash character, born in Cardiff and raised in the UK. He is a young 
privateer who turns to piracy in the early 18th century. He learns how to become an Assassin after 

‘a couple of encounters, and his story leads him through the knowledge of an Assassin's weaponry. 
his preferred weapons are primarily Double Swords and the Gun. We were inspired by characters 
{ike Bodhi, the charismatic surfer and bandit played by Patrick Swayze in the movie Point Break, 
and a couple of historical references. We did various sketches, trying to keep the personality 

of areckless contemporary surfer and adapt it to the context of the 18th century. Our Senior 
Character Concept Artist did a couple of variations and we quickly nailed the main character, 
as you see in the book,” 


\ 


\ LEFT: “We exaggerated proportions to have memorable 
silhouettes and interesting contrasts in material and shapes 
\, The main character is dressed as an Assassin, but with a 


\ layer of piracy on top.” Raphael Lacoste 


Mi RIGHT: Edward Kenway's pirate-style Hidden Blade, 


\ concept by Vincent Gaigneux. 


\\ ABOVE RIGHT: [Edward] first dresses in a 
\, Uniform found on a European Assassin. Then, 
\\ he adds on top of this his pirate outtit 
\\ leather Jacket, red fabric belt, boots etc” 
Raphael Lacoste 


ASSASSIN'S CREED IV: BLACK FLAG . 


‘ x . 


\\ LEFT: During the course of his adventure, Edward adopts \ BELOW: At some point in the story, Edward encounters the dandy English 
\, numerous pirate fashions. “Pirates were not necessarily \, (though born in Barbados) pirate, Stede Bonnet. While the outfit looks 


\._ wearing fancy clothes. Some did, ike Calico Jack, but most \ dashing on Edward, itisn’t likely to have been as flattering on the original 
of them were above all Sailors.” \\ owner who was much heavier thanks to a life of leisure. 


\\_ BELOW: Handsome regalia based on Sir Francis Drake. ‘ BOTTOM OF PAGE: Edward goes snorkeling, baring a gallery of tattoos. 
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Historically-informed art direction for the factual roles allowed Ubisoft 
to later embellish its fictitious characters, Once a look had been 
established for pirates in the main (“more a visual patchwork, mix 
of different uniforms, trophies...” Raphael Lacoste), all manner of 
rebels became possible, including a variety of ages and across 
both sexes, Standing here is a true-to-life Bartholomew 
‘Black Bart’ Roberts, known for his finery that reflected 
his strategic genius. However, flanking him left and right 
\__ are generic designs for visual direction or gameplay 
\\__ archetypes (those that might alert players to specific 
behavioral characteristics). 


‘ABOVE: Welsh genius Bartholomew Roberts is 
represented here in his captain's attire, wearing the 
famous long silk sash over his shoulder to which he 


said to have attached a collection of pistols, 


TOP RIGHT: "Experimenting outside the usual color 
pattems” Patrick Lambert 


OPPOSITE: "I did this sketch to get the vibe of 
the pirates’ thematic. He isnot in the final game” 


\ 


Martin Deschambault (artist) 
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ckbeard was terrifying in appearance, but 


LEFT TO RIGHT): Charles Vane, Anne Bonny 
Calico 


k. All three are accur 


a good man with his crew and allies. He liked to use Jac 
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39 


8 Laureano de Torres is otherwise a modest Wears his troubled lineage on his face to be \\_ fiom Norfolk, England, is perhaps just past 


figure. You'll notice that he is of slender 
build, not overindulging his privileges. His 


read as easily as a book Similarly his maverick his fighting prime. Though muscular, tall and 
attitude speaks through his cocky stance and capable, you may guess that he'd rather 


\\ serious expression is also kind. ‘come and get it’ wardrobe avoid trouble wherever possible. 


|| BELOW: Resplendent in his robes of office, | \ BELOW: French buccaneer Julien du Casse RIGHT: Clean cut pirate Benjamin Hornigold 


According to Art Director Raphael Lacoste: "Templars are more The Order, and this is supposed to show in the uniforms and 
Coats they are wearing: straight shapes, square angles, dark colours, etc.” In Assassin's Creed IV: Black Flag the plot cleverly 
assumes that a handful of 18th century figures belonged to a secret sect, as ancient as the Assassin brotherhood and 
existing to this day, whose ultimate aim is world domination. Among them are the pirate Benjamin Hornigold (1680 - 
1719), and Spanish governor of Havana Laureano de Torres y Ayala (1645 - 1722), The art style is much more formal 
than their Caribbean peers, even Benjamin Hornigold appears clean-shaven and his garments are washed and well 
pressed. Whereas the pirates are lawless and unruly, we must see the Templars as beholden to their respective 
authorities. Not all of them are portrayed as rigid and militaristic, however, such as the French buccaneer Julien du 
Casse who brings flair to the proceedings. Above all, the standout characteristic of any Templar is a position of 
influence, symbolic whenever Edward Kenway brings about their downfall 


ASSASSIN'S CREED IV: BLACK FLAG 


PREVIOUS SPREAD: Patrick Lambert explores ideas 


for unifying pirate themes. 


OPPOSITE: ‘Another quick sketch whie looking 
for unifying themes and assets in a pirate 


universe,” Patrick Lambert 


LEFT: Patrick Lambert's ‘speed pirate’ 


appears poised to strike. 
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IT IS BREATHTAKING to behold, yet more thrilling to realize that this vision of old 
Havana shall become your playground. Art Director Raphaél Lacoste retraces the steps of bringing 
to life the three most famous 18th century Caribbean strongholds: "We spent months creating; 
drawing landscapes, cities, landmarks and mood boards. Al the cities are real and inspired by the 
existing locations: we visited Havana and took many photos there for inspiration; we looked at 
maps from the 18th century to recreate the layout of the cities, we also recreated all the main 
landmarks.” In this chapter, the region, as Edward Kenway would find it, begins to take shape. 
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IPPOSITE: "Havana market street, in a dense area of the Caribbear 


nis kind of ped toward design inspiration: props. 


The Cuban capital, described by art director Raphaél Lacoste as "majestic, 
colorful and full of life”, was flourishing by the time Edward Kenway set foot 
here. In 1715 Havana was making the most of its 'Key to the New World" 
nickname, bestowed by the Spanish colonists. Its people were the most 
fashionable in the region owing to trading connections with North 
America, the natural bay a safe haven for galleons laden with exotic 
goods. Starting with the harbor, Ubisoft's artists set out to capture 
the vibrancy and variation of the narrow streets linking baroque 
and neoclassical landmarks, Because Old Havana (La Habana 
Vieja) is so well preserved, a visit to the area helped inform 
many concept sketches. The Basilica Menor, Cathedral of 
Havana, and Castillo de la Real Fuerza are all celebrated 
in viewpoints near and far, searching for the unique look 
and feel of Assassin's Creed. And you can soon see how 
the painterly style requested by Raphaél Lacoste, as 
opposed to strict realism, adds to the romance. 
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AD: "Though this an is cut from the final 


ideas like the damaged houses and sloping street 


build other locations like Nassau." Maxime 


RIGHT: "An earl 


plantations could've been in 


ty, in order to bring 


field,” sugg 
roulder-high stalks make “the perfect 


setting for assassination 
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Officially founded in 1692, Kingston was a relative newcomer to the Golden Age of Piracy though soon 
established itself in agricultural trade, Beneath the veneer of British colonial success however was the 
shameful business of slavery, with men and women put to work in the sugarcane plantations, Rapidly acquired 
wealth and instability was a surefire way to attract the pirates, of course, alongside opportunist privateers, 

leading to a hotbed of extortion and fragile alliances. The map of Kingston itself can be seen as a landmark, 

with a rectilinear structure reminiscent of contemporary New York. The Ubisoft team aimed to convey this 

feeling of order from street level, using their artistic license to locate plantations on higher ground, overlooking 
the distinctive lines of dwellings below. Stormy skies and gloomy lighting in sketches convey the sense of 


trouble brewing in Port Royal, famed for its pirate regulars who had claimed this “Wickedest City on Earth” as a 
base of operations. 
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That the pirate Blackbeard, real name Edward Teach, chose to settle in Nassau should tell you all you need to know. This 
was a privateer’s haven; unofficial capital of the newly established Republic of Pirates. Nassau is the perfect backdrop for 
any piratical tale, not least because of the treacherous shallow reefs lying just off the coast, sinking many a treasure- 


laden ship (some lured to their demise by cunning pirates). It was also an elegant city, with landmarks that include 
the Queen's Staircase attracting the attention of Ubisoft artists. However the British Royal Navy's attempts to regain 
control ultimately made Nassau a thrilling battleground. 
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Treasure laden galleons lying at the bottom of the deep blue sea awaiting discovery - this is 
among the most romanticized visions associated with Caribbean pirates. In Assassin's Creed 


IV: Black Flag such popular conventions are honored, but not as far-fetched as they may 
seem. True, the ‘skeletal’ remains of once powerful vessels make for a haunting backdrop 
to any shoreline location. However, such places did exist to a degree, and the Ubisoft 
concept artists simply explored the painterly theme as advised by Raphaél Lacoste 
to evoke the desired emotions from players. For example, the fortified shipwreck is 
based on an actual event, though resembling a Hollywood set. Navigating through 
a gauntlet of maritime detritus would also have been a reality for captains risking 
their ships to reap the benefits of their associates’ mishaps. In addition to the 
gunboats and frigates laid out to dry on land, ships sent to a watery grave are 
explored in the chapter ‘Underwater World’, starting page 160, 
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TOM: “The st 
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PORT AU PRINCE 


Here is a glimpse of Port au Prince as it might've appeared in the 18th century. The decision was made to remove the Haitian capital 
from Assassin's Creed IV: Black Flag. However, the concept sketches produced show how the design process evolves for the greater 
good, Although no longer attributed to Port au Prince, some of the elements you will stil recognize in the final game. The island 
of Haiti has a history dating back to 2600BC, when the indigenous peoples first settled there. Hence an almost magical air 
Of intrigue relating to relics left behind by Taino Indians, and ancient secrets waiting at the end of unruly pathways through 
ramshackle towns. By the 18th century, Haiti had become a French colony, and its capital named after a French captain's 
ship, Le Prince (Port au Prince meaning Port of the Le Prince). For story-telling purposes, the French pirates exercising 
Control of the region give Edward Kenway, and thus players, a clear indication of what to expect from personalities, 
However, in this case, its perhaps truer to say that the island itself is the celebrity, Everything about the lush artwork 
on these pages evokes a desire for exploration and discovery. 
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WELCOME TO THE Caribbean circa 1712-1722, ‘The Golden Age of Piracy’. In order to 
Present one cohesive adventure which takes place within a connected and seamless playground, 


Ubisoft designers recreated the region in its entirety, with navigation by Raphaél Lacoste's art 
team. Itis the artists that visualize how the jungles, villages, rivers, caves, mangroves and islands 
will not only look but feel upon first encounter. As Raphaél explains, “The very first intention 
is artistic, of course, so image composition, shape, colors, mood and light are the main focus, 
[However] there is no location purely for ambiance; every location is interactive, and this is the 
foundation of Assassin's Creed 


ABOVE: An aerial view of Nassau by Maxime Desmettre 


LEFT: "Welcome to Nassau, the pirate city, With its sandy beaches and 
coconut trees, the landscape here is beautiful, but it's also a place where 
some of the most dangerous pirates in the Caribbean like to hang aut.” 
Martin Deschambault 


RIGHT: “Here is another early concept of fisherman village from 
a higher point of view, so the level {design] artists would have a 


better understanding of the scope of the place” Donglu Yur 


BOTTOM: "Shape study for one of the fisherman villages.” 
Naxime Desmettre 


BELOW: “To contrast with the previous village set on a cliff, the 
\\_ topography of this one is horizontal, Although to add fun and 
‘ dynamism to the player movement, the footbridges are set on 


different heights and layers” Maxime Desmettre 
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Fishing villages in Assassin's Creed IV: Black Flag offer the player a chance of quiet seclusion, away from the 
turmoil elsewhere in the Bahamas, This sense of safety against the backdrop of an idyllic coconut island 
or misty mangrove swamp is sought after in the concept portfolio, Equally there is fascination with the 
unusual, seemingly fragile structures emerging from the natural surroundings, contrasting greatly with the 
three main cities that almost inhabit another world, By visiting the fisherman vilages several times for 
resources, Edward Kenway grows fond of their people and ethics driven by basic human needs. While 
noise and bombast emerge from the almost incomprehensible power struggles on distant shores, 


the delicate beauty of the villages is enchanting. 
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ABOVE: Even in the stillness of the night, small subtle movements are implied to help set 


the scene, "This is one of the mood boards for the village, suggesting a cold night with 


[windblown] lanterns.” Martin Deschambault 


ABOVE: This village is perched over mangrove swamp. 


LEFT: A more attractive location this time; rising from the shoreline of a ‘coconut island’ 


parakeets fitting between tree tops and the tropical heat haze blurring the skyline. 
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RIGHT: "Fisherman Villages provide services to the player. 
Beyond their purpose, they all have to bring a feel of eva- 
sion when visited, and keep a very distinctive look visually 
For this one, the village has a vertical structure, hanging 
platforms against the cliff. Though the action of our game 
is set in the Caribbean, the inspiration came from a trip to 
Thailand, were specialized ‘hunters’ build scaffold against 
high cliffs in order to reach and gather swallow nests” 
Maxime Desmettre 


TOP LEFT: "Reverse view of the [main] shot to help visualize 
the global composition of the setting” Maxime Desmettre 
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An important take-away from the Assassin's Creed experience is of making each journey with an 
ees: unerring sense of place. In order to present Edward Kenway's hideaway mansion, it would not 
have been enough to ‘Fast Travel’ to its doorstep - at least not at first. The surrounding area 
forming the approach requires its own mystery afforded by ancient ruins and nature's own 
grand designs; almighty cliffs and voluminous caves, trials to deter anyone but the brave. 
The mansion itself demands closer inspection, as Ubisoft artist Grant Hillier confides: 
“Many shapes, materials and objects are meant to suggest a nautical environment 
and exotic plunder since pirates are a major theme.” Getting to this stage required a 
pioneering spirit too: ‘All my designs begin with black and white sketches for intial 
approval before launching into detailed color concept art. This makes it easier to 
quickly validate the art direction and to explore variations on a theme without 
investing too much time." 
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FAR LEFT: A jungle trail pr an alternate access point to Edwards Hideout, 


deliberately composed to enrich the mysterious setting, When players first spy 


nansion ahead it is quite the revelation. 


jame development is working 
are ideas. This concept was a 


f the Hideout manor, 


needed to get to this stage, exploring, 


g architectural and landscape details.” Grant 


TOP LEFT; tried with most rooms to pirate-ize" the spaces with casual piles of 
chests, crates of rum and other objects of plunder. Pirates, | think, wouldn't be too 
keen on keeping everything neat and clean like atistocrats back in England or 


France." Grant Hillier 


TOP RIGHT: “Trying to get the period specific details right” Grant Miler 


RIGHT: "| wanted to give a sense of light falling off into shadow, giving 


some comers of this space a sense of mystery. More examples of how 


pitates leave their stuff everywhere." Grant Hillier 
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ABOVE: “An early sketch of the captain's roam, in the mansion of the Hideout, Though 
the final idea has evolved, we stil feel the inspiration taken from ship interiors to 
give this room identity.” Maxime Desmettre 


RIGHT: “Many concepts are never built or realized in the final game, but 
that’s jst the nature ofthe art we do. i's meant to guide and inspire the 
\elel artiste¥nd30,todelers.on:the'team, That's a huge challenge | lo 

regardless ifthe concepts are ever Used in the final game."'Grant Hilier 
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THE OBSERVATORY 


Arrival at this place must achieve nothing less than make your 
scalp tighten and the hairs on your arms stand on end. We are 
in the presence of The First Civilization, or ‘Those Who Came 
Before’, The islands’ indigenous people, it is suggested, once 
worshipped these extraordinary beings as their gods. The 
Observatory presents a fine example of how a certain 
‘look’ must be acquired alongside any particular historic 
detail. In the case of The First Civilization, this “simple 
and mysterious” quality to the architecture alludes 
to all-pervading power that is barely contained. 
And all of this you unmistakably glean from the 
artistic interpretations of the Ubisoft team. You 
can sense a chill in the air, real or imagined, as 
Edward Kenway ventures cautiously into the 
unknown. It's magical. 


SPREAD: The Captain's Room, by Grant Hi 
Many shapes, materials and objects are meant to sugge: 


ronment and exotic plunder.” 


FAR LEFT: "I did some concepts for the native village based 
idea that the First Civilization is their god. They 
nave paintings of them on the cave walls and statues in 


lage.” Martin Deschambault 


LEFT: tory entrance with simple and 


mysterious architecture.” Martin Deschambault 


W: "The native village before the 


Observatory; hidden near the cave. [We] 
decided to cut the village, but the cave 
and cliff ‘look’ is still in the game.” 


Martin Deschambault 
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pagan “I did some variation of t! 
to integrate the archive room with the corridor. This is 
eventually planned for Edward ti through DNA 
Martin Deschambault 


RIGHT: “This was the first concept fo 
\. Deschambault 


\ BOTTOM LEFT: "For the final jht, we make use of 


the First Civilization patter Dor as a channel 


for the security system." Martin Deschambe 
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ABOVE: Black and white sketches enable 


the artists to achieve the desired look before Oa G aa 
Although seemingly innocuous, the small island of Principe off the west coast of Africa is part of an extinct volcanic 


mountain range. It rests alongside Sao Tomé in the Gulf of Guinea at the far reaches of the tropical Atlantic. 
This remoteness from 18th Century Caribbean society was the visual goal for Ubisoft's art team under Raphaél 
Lacoste. The surrounding waters appear treacherous and the crude village encountered inland is unwelcoming 


committing to full-scale concept work as seen 
below. In this way, many ideas can be explored 
ina short space of time. 


FAR RIGHT: Silent menace in the cliffs There is a precarious attitude to the whole composition - somewhere to unsettle even Edward Kenway. But 
overlooking the bay, Principe is also a beatific island, celebrated to this day for its exotic wildlife and fauna, Therefore, Ubisoft 
artists imagined how the isle might've looked before its wealth became endangered. “We spent a couple 
BELOW: “Shape and mood study of the of days in dense forests and mangroves,” says Raphaél. "This helped us to be moved by the setting and 


Principe Island" Maxime Desmettre to re-create the feeling of these unique locations." 
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LEFT: "For the Principe village | took some African villages as 
references; organic wood fence, red fabric and some outside stove." 


Martin Deschambault 


BELOW LEFT: "Concept to show the kind of wood structure we can 


have; a very organic look.” Martin Deschambault 


BELOW: "The goal is to make this area look more natural in shape 


and details, by bringing more vegetation, roots and rocks, The 3D 
team then adjusts the scene.” Martin Deschambault 
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The island of Cozumel is famous for both its iconic Mayan ruins and striking Karst topography, The former 
brings an association with ancient gods such as the female Ix Chel, deity of the moon and childbirth. The 
latter adds a great deal of navigational intrigue to Assassin’s Creed IV: Black Flag with its characteristic 
sinkholes (‘cenotes’), and caves. The island has featured before in Assassin's Creed ill and Assassin's 

Creed II: Liberation, to which Connor and heroine Aveline de Grandpré make brief, treasure-hunting 
excursions from their American HQs. For Black Flag, the encounters involving Edward Kenway are 

far more extensive, and the environments fully realized, There are dense jungles to pass through, 

and rivers to follow before arriving at the entrance to an elaborate reconstruction of a crumbling 

Mesoamerican step-pyramid, After centuries of modern civilization obsessing over Mayan 


mysteries, the opportunity to re-imagine what may lie beneath the foundations of such 
shrines proved incredibly fertile for the Ubisoft art team, as though blessed by the goddess 


Ix Chel Herself. 
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RIGHT: "I made this as part of a series of concept artworks for 
Cozumel. The main idea is to have a small native vilage at the 
bottom of the Mayan Temple” Martin Deschambault 


BELOW: ‘Beyond hostile and threatening wild sections, 
we also wanted to foster exploration and discovery 


Nae jungles. In this illustration the waterfa 


tropical vegetation and Mayan ruins make the 
\, piace welcoming while the dark and silhouetted 
\\ foreground bring mystery and emphasize the 

wery when arriving at the area." 


Maxime Desmettre 
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RIGHT: Black and 


hite sketch 


showing tov 


BELOW RIGHT: 


Mayen temp 
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ABOVE: "To separate the native village from the Mayan Temple 


| did this Mayan wall with a native tower. The jungle and the 
village don't have tall landmarks, so the wall-tower was 


proposed” Martin Deschambault 


TOP CENTRE: Contrasting spaces emphasize danger and 
discovery, by Maxime Desmettre 


ABOVE RIGHT: "Hidden area from later in the game. 
The condor bird of prey was my first inspiration to 
give the room its identity (angular wing shapes 
on each side of the stairs)." Maxime Desmettre 
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BELOW: “The most dangerous room ever, spins you round and round.. ‘till you get sick! 
And if that doesn't kill you, there might be spikes in the underbelly of the room, just to 


make sure... Ivan Koritarev (artist) 


\ 
\\_ RIGHT: “This is one of the inspirational for Sofia studio who harge 


ofthe Mayan Temple environments”, Martin Deschambauit 


BELOW: Concepts for rooms to keep Edward busy for a very long while. 
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“Assassin's Creed IV: Black Flags filled with more than 50 unique locations,” reports art director Raphaél 
Lacoste. “We have the most varied world ever created on an Assassin's Creed game: Havana and its specific 
flavor of a majestic Spanish Colonial city; the small fishermen villages, with organic layouts; mangroves 


and coves create a very different mood, and then there are the dense jungles that present a very 


interesting contrast with the feeling of freedom and open seas." From Spanish forts to coconut islands, 
and voyages on the open sea in between, Edward Kenway leads players through a journey that will 
be different for everyone depending on howit is approached. For the attists, this necessitated an 
unprecedented degree of scene setting, in search of mood more so than canned scenarios. There 
became essential themes to color the immersive experience, such as paradisiacal shallow waters, 
high cliffs and navigation that feels eventful and thrilling. The world must encapsulate ‘epic’, 
while completely avoiding conventional Hollywood pitfalls - out of respect for the real-world 
historical figures and inherent beauty of the region. 
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as made to help visualize inside the walls” Maxime Desmettr 


BELOW: “Thes 
\ and capture 


sxamining different types of structure and gameplay approach - navigation, puzzle, etc. - in order to reach the high point 
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‘A seascape piece depicting colorful sky and an impressive ship 


on the deep sea." Donglu Yu 


LEFT: "These are among a series of 


during ti 


jOUS SPI (LEFT) *P: f ske did for the composition of the coa 


ar to describe the scale of this 


game.” Martin 
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TO THE 18" CENTURY PIRATES of the Caribbean, the bountiful islands of the 
Bahamas and beyond might've been perceived as we see our present day theme parks, While 
Assassin's Creed IV: Black Flag prefers to trade in gritty piracy over pirate cliché, the sheer volume 


of riches - natural and man-made - would have proven more intoxicating than a schooner soaked 
in rum. This huge excitement pervades every scene conceptualized by the Ubisoft art team. 
Pirates referred to themselves as Men of Fortune, and the Caribbean was the paradise they 
fought to control and protect. Tales of mutiny, cruelty and debauchery become part of color 
palette, 


cto have this kind 


FAR LEFT; ‘At the time s created we di 


rowboat, but the ide 9 in the jungle 
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To fully appreciate any dramatic setting in Assassin's Creed, you must first try to see it through 
the eyes of an Assassin. In this montage of campfire scenes conceptualized especially for a 
gameplay demo, the various components gradually become cleahjust as your eyes might 
adjust to darkness. This is a stealth-based mission for Edward Kenway, and in the sketch 
above we can see him tracking his target among the shelters. In the paintings, Ubisoft 
artists convey how flickering light and shade present opportunity to slip into the 
shadows, or how the other pirates’ demeanor might afford a chance to blend in with 
the surroundings. It becomes apparent that men who may at first appear idle are 
quick to arms at any sign of trouble, guarding an important recruitment drive taking 
place around the blaze. Should Edward need to make his escape, the distinctive 
mangrove trees offer a speedy route to freedom - almost everything shown 
is interactive. Alternatively the cozy campsite could suddenly erupt into the 
most cacophonous braw/ that this group of islands has ever heard. Such 
possibilities are considered with every stroke of an artist's brush working 
on Black Flag, 


ough the camp." Mai 
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WEAPON RACK 


,_ These pages should prove a mouth-watering sight for Assassin's Creed 
\ devotees; some of the series’ tools of trade have become as iconic as the 
central heroes and historic figures throughout the saga. Just like their real- 
x life counterparts, the pistols and swords favored by the men and women 
whose lives depended on them are a triumph of function balanced with 
\_ form, Magnificent grips, pommels and quillons adorn the very finest 
blades available to Edward Kenway and his pirate brethren, Similarly 
the hammer, jaws and frizzen belonging to a captain's flintlock 
pistols need to appear as frightening as the bared teeth of the 
fellow wielding them. We shall still hunger to hold Altair’s sword, 
\_ but in Black Flag there is a New World of distraction. 


ALL: Throughout the Assassin's Creed series, 
\_ legendary weapons are awarded to the hardiest 
and most cunning adventurers. E.9. in Assassin's 


Greed ill, Captain Kidd's Sawtooth Cutlass was 


\ 
\\_ one such pr 


ABOVE: A pirate's sword with skull motif on the 


\\ “cross-guard, 


; 
j 
5 
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fun to paint sailing ships at sea, You 


add alot of action to make it apic like 


his. {It is] a duel between ships and the tension 


before the battle.” Martin Deschambault 


RIGHT: "Pirate life is not easy. One of the crew is 


in danger." Martin Deschambault 
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Mufizal Mokhtar (Art Director, Singapore studio): "The Jackdaw is designed to be small and fast as a pirate would want his vessel 
to be. We also did not want to go with a big ship as we wanted to have menacing enemies that loom over the player (Man of 
War) giving the impression of ‘bad-assery’ - take on the mountain and come out alive. The main inspiration is the Rat Rods 
(Classic cars modified beyond their original capability and intention). So, the vessel is based on a real ship design. It's func- 
tional. The masts measurements are close to accurate. But we took that classic design and started chopping and modifying 
to give it a unique look that can only be associated with Black Flag. We also stayed away from the classic Assassin design 
(the Aquila) since Edward is a true pirate and his ship should reflect that.” 


—s 
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Mufizal Mokhtar: "Each pirate ship follows the original designs from the available blueprints. For 
the Queen Anne's revenge, we studied and researched the information on the supposed wreck, 


ABOVE: Artist Jing Cherg Wong jokes about looked at the model that was re-created and added some interesting props to make the visual 
quiring new skills: "It takes more than capability in unique to our game. Each pirate ship mirrors the character to whom it belongs: The Revenge 
rt te becerions Cone cr ares ome tat rent EAA (Calico Jack) is gilded, gaudy, awkward and funny. Queen Anne's Revenge (Blackbeard) is dirty, 
pian odd the varibcleiy fete : bulky, scary and made to look furious but has a gentle base, The Benjamin (Hornigold) is defense 
heavy, armor plated to reflect the military character. The Royal Fortune (Black Bart) is designed to 
The ship’s ste y be one of the most fearsome pirate ships in the game. The Ranger (Charles Vane) has a psychotic 
entury invention. \_ design with whale bones decorating the hull.” 
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ABOVE: "The R: 


\\ TOP: “The V 


infused with bright 
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longing to the British Navy; It boasts 


juarters, and enough cannons to sink 


3s in the blink of an eye 


TOP RIGHT: A Spanish Man of War with its 


elaborate gilt figurehead, 


RIGHT: French gunboat, by Max Qin. 
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AMID THE PLENTIFUL SCENARIOS That define Black Flag, sea-battle 
sequences present a wealth of drematic options. Advancements in gaming technology 


mean that game worlds can now be seamless, allowing for combat to achieve several 
outcomes. Points to consider for Raphaél Lacoste’s team include the possibility of boarding 
after disabling ships, and the bustling decks of the ships themselves that may stage 
in-fighting between unruly crew members. Even after taking into account many kinds of 
hostility involving a tall sailing ship and land- or sea-based targets, there is still the crucial 


matter of mood to capture like lightning in a bottle. 


FAR LEFT: "The Jackdaw is equipped with a ramming bow, and this illustra: 
tion showcases its effect in combat. Enemy pirates fall into the sea, while 


your crewmates cheer and prepare to board!" Yong Jin Teo 
TOP: “Fog! Fog! Perfect for an ambush.." Martin Deschambault 


LEFT: "Overcast ambience complements the saturated colors of the crew, 
all weapons point to captain. | also chose dramatic poses and a dynamic 


angle for the composition." Kobe Sek 
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A WATERY GRAVE 


At the beginning of the project, Ubisoft artists had comparatively free-reign to envisage the sea-faring exploits of ruthless pirates, With 

Promise of encounters with Blackbeard, boarding burning ships as they are about to sink and grand scale battles versus entire armadas, 
the entire studio got excited over not only what could be but how that should be. Imagine sailing into the midst of a ship graveyard in 

search of treasure, or taking the assassination concept and applying it to strategic pursuits of prime targets at sea. And then factor 
in the most extreme weather conditions that cast mighty vessels in glorious, gleaming sunlight or obscure them in spooky darkness 

beneath blackened skies, Unlike adventures ridden out solely on land, the presence of the sea brings another dramatic element 
that can feel as alive and often threatening as the most ferocious pirates. The ocean also adds a poetic undertone, thanks to its 

ability to suddenly rage and then revert to being eerily silent. 


PREVIOUS SPREAD: “Chaotic sea battles - always fun to do!" Martin Deschambault 


TOP RIGHT: "I really enjoyed creating this at art, all about how pirates usec 
eople. Walking the plank and feeding men to the sharks in the midst of a 


lassic and fun." Kobe Sek 


TOP LEFT. This hellish scene by Guang Yu Tan depicting the North Carolina battle. is 


made to look somehow he: 


RIGHT: "For this duel on deck | choose to use a low angle for the imaginary ‘filming 


in order to have the audience appreciate the feeling of being on the verge of 


fighting.” Kobe Sek 
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These pages highlight the partnership between art and design teams 
under one creative director. Artist Martin Deschambault has chosen 
these images to explain how the same scene requires the concept 
equivalent of numerous movie-style ‘takes’ before the desired look 
and feel is reached, The process grows increasingly similar to 
Hollywood, where story-boarded sequences and mood boards 
are revised over and over before your camera crew needs 
to get out of bed. And after that you have post-production 
special effects. It's not just having an event take place, or 
even spectacularly so. Unless the viewer has their gaze 
directed toward the key components, any or all dramatic 
impact could be diffused. 
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MUFIZAL MOKHTAR TAL S through how the underwater world of Assassin's 
Creed IV: Black Flag was researched, and how it might've appeared to 18th century divers 
compared to now: “The Caribbean ocean's eco system and weather closely matches the oceans 
we have around this region [Singapore]. A few guys in thé team, including myself, are avid divers 
and snorkelers as well as sailors, We shared a lot of experiences and émotions about how it looks 
and feels when you are down there. We also did a lot of online research regarding the Caribbean 


shipwrecks - how they looked at the time. Back then, the ocean was much clearer and had more. 
Corals!" 


TOP: "One of the main illustrations | did for the wreck-diving sequences. In 
this example | placed lost treasures in the foreground. They might inspire 


thé game designers for upcoming missions” Donglu Yu 
FAR LEFT: “My sunken boat interior, with dead bodies,” Donglu Yu 


LEFT: "Caverns can be a relief when discovered after a long and breathless 
‘swim underwater, The natural structure offers climbing challenges for 
players to exit" Maxime Desmettre 


Ni 
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BIG BLUE 


That truth can be stranger than fiction is a valued tenet that drives characterization within 
Assassin's Creed IV: Black Flag, Similarly, the natural world is both great and terrible all 
by itself, with very little intrusion on the part of Ubisoft artists to immerse players in 
a magical underwater kingdom. But to help tell a story, exceptions were sometimes 
made. Yong Jin Teo: "We explored two distinctive styles of sea creature for those 
that could potentially harm you and those meant for ambience. For lethal ones we 
exaggerate muscles and distinctive features so they are easily identifiable, We 
ou feel uneasy, t/shaving added scars and patches of blood to illustrate the age and characteristic of 
these animals.” Mufizal Mokhtar: "The species of fish we include are specific to 
the region, as are the corals. For the rocks, however, we use artistic license 
to ensure a strong underwater feeling; the real rocks in the region are less 


laxime Desmettre; "For 
some underwater sections, we wanted to give a 
claustrophobic feel, hence the proximity of the 
lls and narrow path LEE 

RIGHT: In sight of the surface but suddenly 


confronted with danger by Maxime Desmettre 
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RIGHT: "The player will want to 
this narrow room, but while this natural room is of 
great help for the player, we wanted to maintain 
a threatening feel with the sharp stalactites 
\\ The hero isnot out of danger yet” Maxine 


Desmettie. 


FAR RIGHT: ‘A shipwreck scene on t 
\\ ocean floor. It was enjoyable to find 
interesting shapes for the wreck so 
that the players will have fun diving! 
Donglu Yu 
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RISK VERSUS REWARD 


Deep sea diving was a common activity by the 18th century, with Assassin's Creed series 
regular Leonardo da Vinci among its keenest proponents dating back to the 15th century. 
But for a Welsh country fellow like Edward Kenway, such an alien experience could 
ABOVE: "in our underwater world, the stalactites, stalagmites A a Ag i “ 
be potentially terrifying. For Assassin's Creed IV: Black Flag, the concept illustrations 
enforce the beliefs of a novice diver that danger lurks behind every rock and likely 
to leap out at you from forests of seaweed, Equally the promise of sunken fortunes 
Proves a perfect cure for any uncertainties, encouraging Edward to slip beneath 
his diving bell and speedily plunge into the mysterious depths. Of course, the 
underwater world as Edward finds it exceeds his wildest dreams of shipwrecks 


| 
and protruding walls proved to be great ingredients for 
maintaining arrow spaces while still giving depth through \ 
cavities” Maxime Desmettre 


TOP CENTER: To the virgin underwater explorer, unaccustomed 


to the visual distortion and gradual decay of natural light, sea 


laden with treasure chests. The experience is nothing short of majestic, 


creatures all appear threatening. 
conveyed perfectly by Ubisoft artists, allowing Edward to surface with 


FAR RIGHT: Sharks taking an interest in Edward's row boat. incredible stories to serve at his captain's table showered in doubloons. 
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ABOVE: "I think Hammerhead Sharks are cute, but the fish 
appears evilin the harpooning sequence; sharp edges to 
his mouth and bruises on his body indicate his malicious 
characteristic” Jing-Cherng Wong 


BELOW: “Initially | used thick muscles to show strength and 


power, but this made us doubt its speed. So | enhanced the lines“ 


and made the fin larger." Max Qin 


\ RIGHT: A beautiful Orca or ‘Killer Whale’, by Yong Jin Teo. 
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“HISTORY 
\ a 
-PEAYGROUND' 


The Art of Assassin's Creed IV: Black Flagis the ultimate 
world of Edward Kenway. Sketches, 

and behind-the-scenes commentary 

ists bring to life this most exotic and 
history better known as the Golden 


ribbean of the early 18th Century 
n stunning detail, from the 


